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This picture shows part of the Library of Written Secrets. 


Designed by lain Ashman 
Illustrated by Patrick Lynch 


About this book 


This book contains a program listing for 
an adventure game called “Island of 
Secrets” which you can type in and play 
on your computer. It also contains lots of 
exciting colour pictures which tell you 
the story of the game and show what 
some of the places and characters in it 
look like. These contain vital clues — look 
at them carefully or you won’t be able to 
play the game. 

The program listing starts on page 20. 
It is written to work ona Commodore 64, 
VIC 20 (with 16K expansion), Apple, 
BBC, Electron and Spectrum, though, 
because these computers do not all use 
exactly the same version of BASIC, there 
are changes to make depending on which 
one you are using. You will find out about 
these in the notes at the beginning of the 
listing. 

Island of Secrets is an extremely long 
program to type in and even experienced 
programmers will find it difficult not to 
make mistakes. You will find some tips 
and hints on typing in programs on page 
20. 

If you don’t know what an adventure 
game is or how to play one, you can find 
out more about them on the right. You 
can also find specific instructions for 
playing Island of Secrets on page 18. 


How tousethis book 
1 Tur 


n first to page 20 and read the 
tips and hints on typing in 
programs. 
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2 cChedetinoanh | 
the listing, noting § 
how many 
conversions there , 
are for your : 
computer. 


3 Type in the program slowly an 
carefully; if necessary stopping € 


and saving a section part way 
gh. 
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About adventure programs 


You have probably heard about 
adventure games even if you’ve never 
played one. They were invented in the 
U.S.A. in 1976 and first played on 
mainframes with huge memories. 

The player wanders round an 
imaginary world by typing in commands 
such as GO SOUTH or TAKE SWORD 
and the computer describes the 
surroundings and events as the game 
unfolds. Some more recent adventure 
games draw pictures of the characters 
and locations on the screen too. 

The object of an adventure game is 
usually to collect treasure and escape 
from a series of dangerous situations. 
They are difficult to play and can take 
weeks, or even months, to solve. 


4 Now turn to page 18 
and read the 

instructions on how 

to play the game. 


RETURN and check 
that your screen 
display looks like the 
one in the first 
picture on page 18. 


What about Island of Secrets? 


Island of Secrets is a text adventure. It 
doesn’t show any pictures on the screen, 
but it does have pictures in the book 
instead. Unlike most adventure games, 
the computer will not tell you all you need 
to know about the world you are 
travelling through. There are no 
directions, for instance. You will need to 
look at the map and work out for yourself 


whether you can go north, south, east or 
west. You will need to look at the 
pictures, too, to see if there are any 
objects that might be valuable or useful 
in your Quest, as the computer probably 
won’t mention them. 
This game is also different from a 
Alphan’s quest 


to do with the Island of Secrets you must 


' to find the objects of power, though he 
. “doesn’t know what they are, and take 

4 themtothe Island of Secrets. He must 
then work out what to do with them to 


You are now ready to 
start. Try wandering 
round the locations 

before you tackle the 


6 
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7 Have a good look at the 
colour section of the 
book to familiarize 
yourself with the world 
of Island of Secrets and 
its inhabitants. 
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To find out who Alphan is and what he has 


read the Story on pages 4 and 5. Histaskis tell you you have failed and give youa 


restore light, warmth and life to the world. 


traditional adventure because you play a 
role. You are Alphan and you must try to 
decide what he would do in a particular 
situation (based on the clues in the book) 
rather than what you personally would 
do. Other roles are played by the 
computer and characters sometimes 
move around or do surprising things 
which you cannot control. You are given 
a certain amount of strength and wisdom 
at the beginning of the game and these 
vary according to what happens to you in 
your role cf Alphan. 


If you do something wrong you may find 
you have lost the game. The computer will 


score based on what you have done up to 
that point. You will then have to start 
again and try something different. Perhaps 
you said the wrong thing or didn’t pick up 
something you needed. 


8 Keep the book 
alongside you as you 
play. You will need to 
refer constantly to the 
map to find your way 
around. 
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You can save a game part way 
through if you want and load it 
again another time, or you can 
give up and get your score by 
typing QUIT. The book tells 
you how to do these things on 
pages 18-19. 
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... the sky was blue and the grass was 
green. The Ancients had built The 
Pyramid and established communication 
with the Sky People. It was even agreed 
that one or two specially selected 
Earthlings should visit Sky Land. 


12 The first (and last, as it 
© |turned out) Earthling Sky 
jvisitor wasOmegan, youngest 
sonof the most influential of the fag 
Ancients. He was fascinated 
by what he saw — the Sky 


carefully. 


fie 


| ortly after Omega 
arrived, conflicts began 
between the Sky People 
and the Outer Ones. Sky 
messengers came down 
to The Pyramid and 
gave each of the 
Ancients an object, 
telling them to hide it 


6 Then they gave him 
the Cloak of Entropy 
which they said was 
essential for releasing 
the power of the 

& objects and, because 
the task was too long 
for one person’s life- 
time, they also gave 
him the secret for 

? prolonging his life. 


5 It became obvious to the Sky People 
that a great war was inevitable, they sent 
Omegan back to Earth with a mission. 
The war would darken the Earth, they 
said, but when it was over Omegan must 
collect the secret objects and release the 
power that had been locked into them, 
thus restoring the Earth to normal. 


a 


4 The Ancients wondered 
why the Sky People should 
bother to give them such 
ordinary looking objects. 
But, who were they to ask 
questions? They set off to 
find hiding places, little 
knowing they would never 
meet again. 
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8 Omegan set out on his task, but it soon 
became apparent that it was of immense 
and incredible difficulty. He didn’t know 

| what he was looking for or where to look 
or even how many 
things he had to find. 


Seam 
age 


even the Sky People had anticipated. A huge > 
dark cloud enveloped the Earth blocking 
out light and heat, the ground ripped apart 
forming the Crimson Canyon, and the 
lakes were poisoned. 


9 He began to realize that the Cloak had 
enormous power. With its help, he built a 
' castle for himself and assembled the 
2 secret equipment for extending his life. So 
- what if the Earth stayed dark, he thought. 
-one would find all the objects, and as 
e ‘that was his now . . 


10 ... but the land is still in darkness and 

. Omegan still lives on his Island of Secrets. 
~~. No-one found the objects or discovered the 
‘. » »»secret of Omegan’s long life, though there—~ 
%- are rumours of some who have tried. f 


we 
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11 Tales are told, for instance, 
of a wanderer named Median 
who entered the Castle of 
Secrets. He even drew a plan, 
they say, which he put ina 
bottle and threw into tae Lake. 


12 No-one Phiouht Alphan 
would take omthe task. * 
Intelligent and wise he 
certainly is, but surely 

too slight and gentle to 
wrestle with the will of 
Omegan. True he has 

that map left to him by 

his explorer grandfather. 


What if he really could 
bring the Earth back to 
normal! 
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ive for $2,680. Also available in 330Mb 
5,988) and 600Mb ($8,962) sizes. 

002 

perMac Technology 

icroAustralia Computer Products Pty Ltd 


52 magnetic mass storage 


CC FX/20/45/80 


CC’s series of 20Mb, 45Mb and 80Mb 
rd disk drives, ranging from $1,250 to 
lt: 

$1,250 
CC Technologies 
xt To Mac 


52 magnetic mass storage 
yperTape II 
CC’s streaming tape back up system. 
“SI-connectable. Range of sizes. 

$2,075 
CC Technologies 
>*xt To Mac 


52 magnetic mass storage 
a Cie - Tsunami Hard Drives 


unami 20Mb to 200Mb, 3.5in format 
ternal hard drives. Available with 
ynnor (2O0Mb), or Quantum and Maxtor 
OOMb) chambers. Features: silent, extra 
itlet, universal power supply, external 
“SI x 2, and external address and 
rmination switch. Access time of I5ms. 
ympletely portable (20 by 15 by 5 cm). 
ptional carry case. Comes formatted with 
lverlining and Norton Utilities. 5-year 
arranty. 

$995+ 
‘Cie Ltd 
liable Australian Distributors Pty Ltd 


)52 magnetic mass storage 
lassMicro Hard Disks 


Mb, SOMb, 85Mb, 1|OOMb and 200Mb 
ternal and external SCSI hard drives. 
verage Access time 18-35ms, depending 
| drive size. MTBF 25,000 POH. MTTR 
ymin. Acoustic noise: 50dB at Im. Power 
rge protection unit includes two surge- 
otected switched power outlets that 
low one switch to turn on entire system. 
ecision push-button ID switches. 
ptional internal or external SCSI 
rmination. Zero footprint design under 
‘-Class Macs. Tilts the Mac to an 
timum viewing angle. Extra space, 
iring connections and LED are already in 
ace to allow expansion to a further 
stalled drive as required. Bundled 
ftware includes disk-partitioning and 
ssword utility. Partitioning serves to 
eed up access performance. Warranty: 
/ months. 

$1,495 + 
ASS Microsystems 
-xon Communications Pty Ltd 


52 magnetic mass storage 
licropolis Drive Series 


ry large capacity internal and external 
rd drives (330Mb and 650Mb 
rmatted) for large file servers and 


1052 magnetic mass storage 
Next to Mac 40Mb Hyper HD 


A compact 40Mb hard disk with a seek- 
time of 25ms. Uses the Conner 
mechanism. 

$1,375 
Yano Electric Co Ltd 
Next To Mac 


1052 magnetic mass storage 
PLI DAT Drive 


The first new format tape drives were of 
the video8-type. This year, DAT (Digital 
Audio Tape) drives are appearing and may 
take over. PLI DAT has a formatted 
capacity of |.3 gigabytes, a read/write tape 
speed of 8.2mm/sec, and is promising a 
MTBF (Mean Time Between Failure) of 
50,000 hours. The drive uses the standard 
DDS tape backup format. Approximately 
600Mb can be backed up in one hour. Like 
all PLI drives, it comes with extensive 
disk/file management software. 

POA 
Peripheral Land Inc 
Mitsui Computers Ltd 


1052 magnetic mass storage 
Preference Hard Disk Drives 


SCSI-compatible external 20Mb and 
40Mb Winchester-style hard disk drives 
from Western Digital. Price includes 2- 
year warranty. 

Mac Plus, SE, Il 
Western Digital 
Advanced Peripherals 


$1,288+ 


1052 magnetic mass storage 
Quantum Prodrive Series 


Internal and zero footprint external hard 
drives. Sizes range from 42Mb to 21IOMb 
and include mounting hardware, 
formatting software and utility set. Access 
times of between |2ms and |Oms. 

$1,250 
n/a 
Allaw Technologies 


1052 magnetic mass storage 
Racet MACsimum Storage Series 


The series includes: COSMOS 600Mb 
optical disk drive, standalone and light 
traffic LAN hard drives; Administrator 
and GigaSTOR large capacity daitsy- 
chained drives. A Ricoh RO-5030E 
engine. Cartridge: $675. 

$9,000 
Racet Computes, Ltd 
Domino Computers Pty Ltd 


1052 magnetic mass storage 

Rodime External Hard Disk series 
Rodime’s range of SCSI-compatible 
2O0Mb-140Mb external hard disk drives for 
Plus. SE and I]. Features 28-85ms access 
time, depending on model (20Mb the 
slowest). Prices range from $1,457 
(Mac20P) to $3,511 (Mac140P). 

Mac Plus, SE, II $3,511 
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protection. Quality, |!9ms seek-time 
Fujitsu hard drives: 45Mb ($999), 90Mb 
($1,449), 135Mb ($1,699), 182Mb, 
410Mb ($3,100) and 660Mb ($4,995), 
with 2-year warranty. 
SCSI port 

n/a 

Memory and Storage Technology Pty Ltd 


$999 - $4,9 


1052 magnetic mass storage 
UltraDrive 


The UltraDrive range of hard disks from 
GCC Products. From a 20Mb drive with 
30ms seek-time to a 430Mb drive with a 
16ms access time. 
Also available: the UltraDrive 40S, a 
25ms SCSI Bus external switch ($2,650) 
the UltraDrive 40S cartridge (SOMb at 
$265); and the UltraDrive carrying case 
($58). 

$1,106 
GCC Technologies 
Next To Mac 


1052 magnetic mass storage 
Zytech Hard Drive series 


Series of external 20Mb to 175Mb SCSI 
drives with one-year warranty and 40ms 
average access time (28ms for the 30Mb 
and 45Mb drives), and 240V Australian 

power supplies. The 175Mb drive is base 
on Fujitsu technology. Prices from $699 

$1,999. 

Mac Plus. SE $69 
n/a 

Zytech 


1052 magnetic mass storage 
Zytech Imprimis Wren Hard Driv 


SCSI-compatible series of external 

1 10Mb, 300Mb, and 600Mb Wren hard 
drives. One-year warranty. 12ms average 
access time, 8Mb/second data transfer 
rate. True 240V Australian power supply 
Prices from $1,595 to $4,695. 

Mac Plus, SE $1,595 
Zytech 

Zytech 


1052 magnetic mass storage 


Zytech Platform Removable Hard 
Drive 


Accepts any SCSI hard drive mechanisrr 
into its “lock”. Unlocking allows the 
mechanism to be removed and carried of 
site or to another Zytech platform. 

Mac Plus, SE $3 
Zytech 

Zytech 


1052 magnetic mass storage 
Zytech Quantum Hard Drives 


Series of SCSI-compatible external 40M 
SOMb, and 105Mb hard drives based on 
Quantum technology. Two-year warranty 
19-40ms average access times (19ms for 
smaller drives). 240V Australian power 
supply. Prices from $999 to $1,555. 

Mac Plus, SE $1,555 
n/a 


He lives in the stumps of the 
great bluewood trees, which 
his ancestors planted. He is a 
sworn enemy of the Logmen 
but cannot leave the swamp to 
get revenge or to get the liquor 
which he believes would 
restore the trees to their 


The Boatman 


Even the intrepid 
canyon beast won’t 
go near him, so 
beware. It would be 
wise to approach 
him at some stage 
in your quest 


The Logmen 


These unfriendly characters are always on 
the look-out for something to entertain 
them. They are addicted to a lethally 
ee * strong liquor which they brew 
\G. themselves. Their logging 
| activities include \_ 
destroying the, . 
last of the 

great bluewood 
‘trees in the east. 
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“\ A famous scholar of k cie 
-. times, he disappeared under 
«--t..mysterious circumstances.—. 
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The Scavenger A 


He appears to have lost his memory. - ==* 
Alphan will need to help him recover it. .¢ 


10 somehow. 


Sage of the Lilies 


The Sage has meditated for so long that she has forgotten how 
to move anything other than her head. She has been vaguely 
worried for the last 500 years by a slight, but persistent 
irritation on her back. The lilies she guards are said to revive 
old memories. 


She guards something 
precious. She’ll need proof 
that you are serious about 
your mission. 


The view from here is quite 
impressive. Watch your step — there’s 
a kind of hard grey stone here. 


If you peer closely at these you can just 
make out the following inscription: 
“Stony silence is not the thing f 
Say stony words that you must bring” [7 


Don’t approach if you’re not feeling 


strong. Omegan may not be far away. 
[ 
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ETO oe: 


doesn’t look like 


OF SECRETS TIME REMAINING: 1000 


If your screen ee — 


YOUR STRENGTH = 100 YOUR WISDOM 35 


this, you’ve 


probably made a 
typing error, so 
check again. 


= 
. 


9) ; 
: 


LET YOUR QUEST BEGIN 


WHAT WILL YOU DO? 


When you have typed in the listing and 


- checked it carefully, type RUN and 


RETURN. The word “initializing” will 
appear at the top of the screen, which 
means the computer is reading the data. 
After a few seconds, your screen should 


look like this. 


ISLAND OF SECRETS TIME REMAINING: 999 


YOUR STRENGTH = 99 YOUR WISDOM = 35 


YOU ARE AT THE SOUTHERN EDGE OF 


THE FOREST. 


Ok 


WHAT WILL YOU DO? 


You will notice as you begin to move 
around that the “‘time remaining’, shown 
top right of your screen, constantly 
decreases. The game is over when the time 
is up, no matter what else has happened. 


r ( 


If you are about to G4 72 = aa 
try something 
risky, save the 
game first. 


SECRETS TIME REMAINING: 927 


THE ROOF OF THE ANCIENT 


WHAT WILL YOU DO?XSAVE 


You can stop at any point in the game and 
save your progress so far. Do this by typing 
XSAVE, as shown above. (Make sure you 
have your cassette recorder linked up and 
a tape ready first though. You will need to 
know how to make your computer save on 
tape too.) 


ISLAND OF SECRETS TIME REMAINING: 986 


You can use [your strencte - 


N,S, EorW | 


YOU ARE BY BROKEN BRANCHES. YOU SEE 


instead of ‘SPARKLING FRESHWATER SPRING. 


97 YOUR WISDOM = 39 


OF 


WHAT WILL YOU DO?GET WATER 


You are now ready to start and the 
computer waits for you to type in what you 
want to do. It only recognizes certain 
words and so won’t understand everything 


you say. In most cases it needs two-word 
commands, such as GET WATER. 


ISLAND OF SECRETS TIME REMAINING: 931 
YOUR STRENGTH = 62 YOUR WISDOM = 14 


YOU ARE BY A GROUF OF TALL. TREES. 


OF 


You lose the game if Use EAT or 
your strength or DRINK to 
wisdom reach zero. )? increase strength. 


You will also see that your strength and 
wisdom scores vary as the game 
progresses. You can increase your 
strength by eating or drinking, providing 
you have stocks of food and drink. You can 
only increase your wisdom by doing the 
right things in the game. 
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ISLAND OF SECRETS TIME REMAINING: 1000 


YOUR STRENGTH = 100 YOUR WISDOM = 35 


YOU GARE ON # LEAFY FATH. 


LET YOUR QUEST BEGIN 


WHAT WILL YOU DO?XLOAD 


When you want to continue the game, load 
in the game program as usual, then type 
XLOAD as your first instruction as shown 
above. You can then continue the game 
from where you left off. 


p 


De-bugging 


“a 


Sometimes you will be asked a second 
question, as in the situation above. You 
should then answer with one word. There 


ial d ds { * < DN 1) Have you typed in all the 
eget ‘e 2 ORE se oT cil nee el 34 | 3 conversions for your computer? 
ee eee Oe ge en ee Check RND and clear screen inj 


particular. tf 


3) Quotes are also easy to miss. 
Make sure there is an even 


are just added to your number of them in every line. 


food or drink score, 
they are not listed as 
melon, wine, etc. AS 


Now type INFO and your screen will 
change as shown above. You can do this at 
any point in the game to find out what you 9) Have you run two lines 

are carrying. You start the game with two together or accidentally split one 
units each of food and drink and can add to line into two? 

this by picking up any food and drink you 4. 
spot on the way. - 


7) Make sure you haven’t 
confused capital O with zero, 
figure 1 with capital I or figure 6 
with capital G. 


9) The data lines have a group of 
1s and Os at the end. Make sure 
there are four (correct) numbers 
in each group. 


If you feel you are stuck in the middle of the 
game and want to give up, you can type 
QUIT at any time and the computer will 
give you your score. (Though you won’t get 
any time bonus.) 


Beane 
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Program listing 


Here is the Island of Secrets program 
listing. The symbols down the left hand 
side indicate lines that need to be altered, 
added or deleted for different computers. 
There is a different symbol for each 
computer, as shown below, so make a note 
of the one for yours. Turn to pages 30-31 to 
find the new lines to type in. 
Commodore 64 A 
VIC 20 A 
Apple @ 
TRS-80 @ 
BBC * 
Electron #* 
Spectrum O 

It is a good idea to check through the 
listing before you start typing to see how 
many changes there are for your 
computer. 


Z 

LOREM ISLAND OF SECRETS 

2060502820 

SOLET D=R:1F R=20 THEN LET D=FNR(80) 


@ 40G05UB650:G05UB2770 :PRINT"ISLAND OF SECRETS", "TINE REMAINING: “3L 
OPRINT G$;TAB(O) "STRENGTH = "SINT(Y)sTAB(23)3 "WISDOM = "sX:PRINTGS 
OPRINT"YOU ARE "sI$(VAL(LEFT$(A$,1)));" "s:GOSUB720:LET N=0 


7OFOR I=1 TO C4 
SOLET C=0:READ Y$ 
FOIF L(T)=R AND FAT)<1 THEN LET C= 
1OOIF NO AND C= THEN LET A$=AS+"," 
LiOIF C=1 THEN LET AS=A$+" "+Y$:LET N=N+1 
L20NEXT | 
1S0IF N>O THEN LET AS="#YOU SEE"+A$: GOSUB720 
L40PRINT:PRINT 6$;FS 
LSOPRINT:PRINT"WHAT WILL YOU DO"; 
DCOLS0INPUT E$ 


L7OLET C$=""sLET X$=""sLET A=O:LET O=52:LET LI=LEN(E$) 


OSOFOR [=1 TO LI 


Hints ontyping inthe program 


You will need to go slowly and carefully to 
type this long listing in correctly. 

Here are some hints: 

1. Make sure you are sitting ina 
comfortable position. 

2. Use a ruler or piece of blank paper to 
mark the line you are on, or see if you can 
persuade someone to read the listing out 
to you. (Explain that they must distinguish 
between TO and 2 and FOR and 4, and 
that they must read all the punctuation.) 
3. Check each line before you press 
RETURN and make sure you don’t miss a 
line altogether. 

4. Stop at the bottom of each page, or 
more often if you like, and walk around the 
room for a few minutes. 

5. As soon as you begin to feel irritable or 
panicky, STOP. You can always save what 
you have done and continue later. 


Remember, it is 
easier to check 
each line carefully 
before you press 
return than to 
check through the 
whole listing for 
mistakes at the 
end. 


DCOLSOIF MIDS{E$,1,1)=" "AND C$=""THEN LET CS=LEFTS(E$,I-1) 


CO200IF MIDS(ES,1+1,1)¢>" "AND C$>"" THEN LET X$=RIGHTS(E$,LI-1):LET I=L 


210NEXT 1] 

2201F X$="" THEN LET CS=E$ 

2S0IF LEN(CS)<3 THEN LET C$=C$+"7?" 
Z40FOR [=1 TO V 


CO250IF LEFTS(C$,S)=MID$ (VS, 3#(1-1)+1,3) THEN LET A=] 


ZO0NEXT 1 
270G05UB740 
2B0LET B$="":IF A=0 THEN LET A=V+1 


2501F X$="222" THEN LET F$="MOST ACTIONS NEED TWO WORDS* 


SOOIF AV OR O=52 THEN LET FS=W$+C$+" "+KX$ 
S1OIF ADV AND Q=52 THEN LET F$="WHAT!" 


If you are using a 
Commodore 64, 
leave out the 

ETs. 


You can leave out 
the LETs on all 
computers except 
the Spectrum. 


S20LET L=L-1:LET Y=FNS(Z) yoni eae 
MAA S30LET BS=STRE(O) +STRE(L (0) ) #STRE(F (0) ) +STRE(R) Commodore 64, 
CO3400N INT(A/10)+1 GOSUB 590,600, 610,620,630,630, 640 sie oust 
S50IF R261 THEN LET X=X-FNR(2) +1 Tenacr lines, 
3bOIF R=14 AND FNR(3)=1 THEN LET Y=¥-f:LET F$="YOU ARE BITTEN" . 
S7OIF F(3G)<1 AND -RCDF (22) THEN LET F(36)=F (36) #1:LET L(36)=RiLET Y=¥-1 
SBOIF RQDL(16) AND L(16) 90 THEN LET L(16)=1+FNR(4) 
3901F RODL(39) THEN LET L(39)=108(FNR(S) ~1)+7+ENR (3) 
4001F R=L(39) AND RO>L(43) AND F(13)>-1 THEN LET Y=¥-2sLET X=X-2 
4101F R&78 THEN LET L(32)=74+FNR(2) 
4201F R=33 OR R=57 OR R=73 AND FNR(2)=1 THEN LET L(25)=R 
4301F R=L(32)AND FNR(2)=1 AND F(32)=0 THEN GOSUB1310 
A A4AOIF R=19 AND YC70 AND F(43)=0 AND FNR(4)=1 THEN LET FS="PUSHED INTO THE PIT"SLET F(W)=1 
4501F RODL(41) THEN LET L(41)=21+(FNR(3) #10) 4FNR(2) 
4o01F ReL(A1)THEN LET F(4L)=F(41)-121F F(41)<-4 THEN GOSUB1230 
4701F F(43)=0 THEN LET L(43)=R 
4B01F L(43)<18 AND RC>9 AND RX>10 AND F(W-2)<1 THEN GOSUB1330 
4901F R=18 THEN LET Y=¥-! 
AASOOIF ¥450 THEN LET O=FNR(9) :GOSUBI530s1F L(Q)=R THEN LET F$="YOU DROP SOMETHING" 
SOIF L¢900 AND R=23 AND F(36)>0 AND FNR(3)=3 THEN GOSUB1340 
S201F R=47 AND F(8))0 THEN LET FS=F$+" YOU CAN GO NO FURTHER" 
S3OIF FUG) +F(11)4F (13)=-3 THEN LET F(W)=1:60SUB2800 
S401F F(W)=0 AND L»0 AND Y>1 AND X)1 THEN GOTO3O 
S5O1F L¢1 OR YC1 THEN LET FS="YOU HAVE FAILED, THE EVIL ONE SUCCEEDS" 
SoOPRINTSPRINT FS:PRINT“VOUR FINAL SCORE="s INT (X+V¥+(ABS(L/7#(L(640) )) | 
STOPRINT:PRINT:PRINT"GAME OVER” 
C1580END 
COS9OON A GOSUB 810,810,810,810,810, 1080, 1080, 1390, 1530: RETURN 
CLGOOON A-9 GOSUB 1540, 1630, 1670, 1710, 1730, 1080, 1760, 1760, 1760, 1740: RETURN 
CO{0ON A-19 GOSUB 1820, 1820, 1820, 1820, 1910, 2100,2210,2270, 2270, 1080:RETURN 
114200N A-29 GOSUB 2500,2500,2300,2300,2330,2350,2400, 2400, 2470, 2540: RETURN 
C14300N A-39 GOSUB 2600, 2600,2720,640 


640RETURN 
@MAA S50LET D=D#LO+LR Take very special 
@MAA SO0RESTORE D care here. 


@MAA S70READ AS 
CIBBOLET DS=RIGHTS(A$,4)sLET AS=LEFT$ (A$ ,LEN(A$) -4) 
CS9OIF R=39 THEN LET DS=MID$S(*1OLIL0100" ,FNR(S) ,4) 
7OOIF R=20 THEN LET D$="1110" 
710G05UB2780: RETURN 
OCO720FOR 1=2 TO LEN(A$):LET ES=MIDS(A$,1, 1) 
CO7S30PRINTES;:1F E$=" “AND FNP(2)>2 THEN PRINT 
7TAONEXT I 
7OOPRINT". "geLET AS=""sRETURN 
7OOIF LEN(X$)<3 THEN LET X$=X$+°727" 
770FOR 1=1 TO W 


CO7BOIF LEFT$(X$,3)=MID$(Z$,3#(I-1)+1,3) THEN LET O=1 
TOONEXT Is IF O=0 THEN LET O=52 Take a rest now. 
BOORETURN 
thy 


BIOLET D=O:LET C=O:1F O=52 THEN LET D=A 
S201F O>C4 AND O<W THEN LET D=0-C4 
B3OIF BS="500012"0R B$="500055" OR BS="S00045"THEN LET D=4 


B4OIF BS="500070"OR B$="500037"OR BS="S1O0L1OR BS="510041"THEN LET D=1 
BSOIF BS="510043"0R BS="490066°OR B$="490051" THEN LET D=1 
Qb0IF BS="510060"OR B$="490056" THEN LET D=2 
B701F B$="510044"0R BS="510052" THEN LET D=3 
QQ0IF BS="490051"AND F(29)=0 THEN GOSUB2110:RETURN 
BIOIF REL(JO)AND (X+¥<1B0 OR R=10) THEN LET FS=W$+"LEAVE!":RETURN 
QOOIF R=L(32)AND F(32)¢1 AND D=3 THEN LET F$="HE WILL NOT LET YOU PAST*:RETURN 
Q101F R=47 AND F(44)=0 THEN LET F$="THE ROCKS MOVE TO PREVENT YOU":RETURN 
Q201F R=29 AND F(7)<¥1 THEN LET F$="THE ARMS HOLD YOU FAST*:RETURN 
9301F R=45 AND F(40)=0 AND D=4 THEN LET FS="HISSSS!":RETURN 
QAOIF R=25 AND F(16)+L(16)<9-1 AND D=3 THEN LET F$="TOO STEEP TO CLIMB”:RETURN 
Q501F R=51 AND D=3 THEN LET FS="THE DOOR IS BARRED! ":RETURN 
AACE 9401F BO THEN IF NIDS{(D$,D,1)="0°THEN LET R=R#VAL(MIDS("-10410+01-01" ,D#3-2,3) ):LET C=! 

Q70LET F$="0K" 
9B01F D<1 OR C=0 THEN LET F$=W$+"GO THAT WAY" 

AA 990IF R=33 AND L(14)=0 THEN LET L(1O)=FNR(4):LET F(16)=0sLET F$="THE BEAST RUNS AWAY!” 
LO00IF RXDL(25)0R 04925 THEN RETURN 
LO10LET F$="":LET A$="#YOU BOARD THE CRAFT " 
LO20IF X<40 THEN LET AS=A$+S$ 
L030LET AS=AS+T$ 
1040G0SUB2740: GOSUB2760: GOSUB2740 
{OS501F X60 THEN LET AS="4T0 SERVE ONEGAN FOREVER! "sLET F(W)=1 
L060IF X59 THEN LET AS="4THE BOAT SKIMS THE DARK SILENT WATERS":LET R=57 
1070G0SUB2750:GDSUB2740:GOSUB2760:RETURN 

A ALOBOIF((F (0) 20 AND F(O)<9)OR L{O)<>RIAND O=C3 THEN LET FS="WHAT "#X$+"2":RETURN 
LO90IF BS="3450050"THEN LET Y=Y-B:LET X=X-S:LET F$="THEY ARE CURSED":RETURN 
LL0GIF B$="3810010" THEN GOSUB1270 

A ALILOIF(A=15 AND 06920 AND O¢>1)OR(A=29 AND 0%)16)OR O9C3 THEN LET FS=W$+C$+" "+X$:RETURN 
{120IF L(O)=R AND (F(Q)<1 OR F(Q)=9)AND OCC3 THEN LET L(Q)=0:LET A=-t 
L1301F O=16 AND L{10)<90 THEN LET L(Q)=R:LET FS="IT ESCAPED":LET A=0 
{1401F GSCL AND O<C2 THEN LET F=F+2:LET As-! 
{150IF O3=C2 AND OX=C3 THEN LET G=6+2:LET A=-1 
L140IF OYC1 AND O<C3 THEN LET L(Q)=-8! 
{170IF A=-1 THEN LET F$="TAKEN":LET X=X+4:LET EsE+{sIF F(O) 31 THEN LET F(0)=0 
L1Q0IF B$<)"246046"0R L(11)=0 THEN RETURN 
{190LET FS=US:LET L{Q)=RiIF FNR(3)<3 THEN RETURN 
L200LET AS="#" +US+R$ 
{210LET R=G3+FNR(6)SLET L(16)=4:LET Fg="" Don't panic! 
{220G0SUB2740: RETURN 
1230G0SUB2770 :LET FS=""sLET A$S="#THE LOGMEN "+M$ 
{240LET F(41)=0:LET Y=¥-4:LET Y=X-4 
L2501© R34 THEN LET AS=A$+"THROW YOU IN THE WATER"SLET R=32 
1260I1F RY33 THEN LET A$=A$+"TIE YOU UP IN A STOREROOM":LET R=5! 
1270G0SUB2750: GOSUB2760 
{280FOR 1=3 TO 4 
{2901F L(1)=0 THEN LET L(I)=42 
L300NEXT I:RETURN 
{3{0LET AS="#THE SWANPMAN TELLS HIS TALE" 
{320GOSUB2740:LET F(32)=-1:RETURN 
{330LET FS="MEDIAN CAN DISABLE THE EQUIPNENT" 
{3401F L{B)=0 THEN LET FS=F$+" AND ASKS YOU FOR THE PEBBLE YOU CARRY" 

22  {350RETURN 


LS60LET F(36)=-(FNR(4) +4) sLET FS="A STORM BREAKS OVERHEAD! ":RETURN 
{370FOR K=1 TO 30:GQSUB2770 :PRINT"////LIGHTNING FLASHES! ":NEXT K 
ISBOLET L(S9)=R:LET Y=Y-8:LET X=X-2:RETURN 
1S90IF (0¢>24 AND L(0)>0) OR O=52 THEN LET FS="YOU DON’T HAVE THE “+X$:RETURN 
ALAOOPRINT"GIVE THE "sX$;" TO WHOM"; INPUT X$ 
L410LET @=0:G0SUB760:LET N=O:LET O=8 
14201F R¢>L(N) THEN LET FS="THE "+X$+" IS NOT HERE": RETURN 
A AL4301F BS="10045" AND N=40 THEN LET L(Q)=B1:LET F(4Q)=1:LET FS="THE SNAKE UNCURLS" 
A AL440TF BS="2413075"AND N=30 AND G21 THEN LET F(11)=O:LET FS="HE OFFERS HIS STAFF":LET 6=6-1 
COL4S0LET BS=LEFT$(B$,3):LET FS="1T IS REFUSED" 
1401F BS="300"AND N=42 THEN LET X=X+i0:LET L(0)=8! 
L4701F BS="120"AND N=42 THEN LET X=X+10:LET L(0)=81 
MAA {4801F B$="40-"AND N=32 THEN LET F(N)=1:LET L(0)=8! 
DIS90IF LEFT$(B$,2)="80"AND N=43 THEN LET L(0)=81:G05UB1540 
LSOOIF L(O)=81 OR (O=24 AND L(11)>0 AND GQ) THEN LET FS$="IT IS ACCEPTED* 
LSLGIF N=41 THEN LET L(Q)=S1:LET F$="IT 1S TAKEN" 
LS20RETURN 
LSSOIF O=4 AND L(D)=OTHEN LET L(D)=B2:LET X=X-L:LET FS="IT BREAKS! "RETURN 
LS40IF L(Q)=0 AND O¢=C1 THEN LET L(Q)=R:LET F$="DONE":LET E=E-1 
LSSORETURN 
LS60LET AS="#HE TAKES IT “:IF R&B THEN LET AS$=A$+"RUNS DOWN THE CORRIDOR," 
A A1570G0SUB2740:LET A$="#AND CASTS IT INTO THE CHEMICAL VATS, PURIFYING THEM WITH" 
A AISBOLET AS=A$+" A CLEAR BLUE LIGHT REACHING FAR INTO THE LAKES AND RIVERS BEYOND" 
LS9OLET F(8)=-1:G05UB2750: G05UB2760: GOSUB2760: RETURN 
LG001F L(T)<¢>0 AND 1<C1 THEN LET J=1+1:G0T01600 
LO1OIF L(T)=0 THEN LET L(T)=RsLET F(L)=0:G0SUB1940:LET F$="YOU DROP SOMETHING” 
L620RETURN 
L6301F(O<C1 OR OCS) AND X$¢>"277" THEN LET FS=WS+C$+" "+X$sLET X=X-1:RETURN 
LO40LET F$="YOU HAVE NO FOOD": IF F>O THEN LET F=F-1:LET Y=¥+lO:LET FS="0K" 
L6S0IF O=3THEN LET X=X-S:LET Y=¥-2:LET F$="THEY MAKE YOU VERY ILL!" 
L660RETURN 
16701F O=31 THEN GOSUB2380: RETURN 
LGB0IF X$¢0"??7" AND (0421 OR O703) THEN LET FS=W$+C$+" "+X$sLET X=X-1:RETURN 
L690LET FS$="YOU HAVE NO DRINK": IF 650 THEN LET G=G-%:LET Y=Y¥+/7:LeT FS="0k" 
1700RETURN 
CUL7LOIF LEFT$(B$,4)="1600" THEN LET F(O)=-2:LET FS="17 ALLOWS YOU TO RIDE" 
17 20RETURN 
I7SOIF B$="2644044" THEN LET FS="CHEST OPEN*:LET F(6)=9sLET F(S)=9sLET F(15)=9 
I7401F BS="2951151" THEN LET FS="THE TRAPDOOGR CREAKS"SLET F(29)=O:LET X=X+35 
17S0RETURN 
I760LET Y=¥-2: TF B$="3577077" AND L(9)=OTHEN LET F(23)=0:LET L(23)=R 
I7701F VOtS AND VC19 AND (L(9)=0 OR LitS)=0) THEN LET F$="0K" 
A AITBOIF B$="125815B"OR BE="275B158"AND Li15)=0 THEN LET F(12)=0:LET F(27)=0:LET FS="CRACK!" 
OOL7901F LEFT$(B$,4)="1100" AND R=10 THEN GOSUB1990 
1BOOIF A=18 AND (0229 AND 0434) OR (0938 AND 0444) OR O=16 THEN GOSUB1900 
ISLORETURN 
IB2OLET Y=¥-2:LET X=X-2:1F R¢OL(DAND L(Q)<>OTHEN RETURN ra 
IB3OIF O=39 THEN LET F$="HE LAUGHS DANGEROUSLY" Beg 
18401F O=32 THEN LET FS="THE SWANPMAN IS UNMOVED" , 
IBSOIF Q=33 THEN LET FS=W$+"TOUCH HER! ":LET L(3)=81 
1B60IF O=41 THEN LET F$="THEY THINK THAT'S FUNNY!" 
18701F R=46 THEN GOSUB1200 


There are lots of 
capital Os and 
zeros here — don’t 
confuse them. 


Stop now and 
walk round the 
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COIBBOIF LEFT$(B$,4)="1400"AND R=L(39) THEN GOSUBI980 
L89OLET Y=¥-@sLET X=X-G:RETURN 
19001TF L(9)>0 THEN RETURN 
IS1OLET Y=Y-12:LET X=X-10:LET FS="THAT WOULD BE UNWISE!” 
19201F R<OL(O) THEN RETURN 
L930LET FUW)=1:LET AS="#THUNDER SPLITS THE SKY!*:LET FS="" 
L940LET AS=A$+"IT IS THE TRIUMPHANT VOICE OF OMEGAN.":G0SUB2740 
L950LET A$S="#WELL DONE ALPHAN! THE MEANS BECOME THE END..” 
1960LET A$=A$+"I CLAIM YOU AS MY OWN! HA HA HAH!":GOSUB2790 
1970GOSUB2760:LET X=O:LET L=O:LET Y=0:RETURN 
0 1980G0SUB2770 :0N 0-10 GOSUB2010, 2060, 2040, 2060 
I99OLET X=X+1O:LET L(Q)=8LsLET F(Q)=-1:605UB720: GOSUB2760: G0SUB2740 
ZQQORETURN 
2010LET AS="#IT SHATTERS RELEASING A DAZZLING RAINBOW OF COLOURS!” 
20201F L(2)¢OR THEN RETURN 
Z050LET AS=A$S+"THE EGG HATCHES INTO A BABY DAKTYL "+0$ 
2040LET LISS) =8LsLET L(2)=81:LET F(2)=-4:LET Y=¥+40 
Z0G0RETURN 
2Z060IF L(13)<>R THEN RETURN 
2070LET A$="*THE COAL BURNS WITH A WARM RED FLAME":LET F(13)=-1 
AA 20801F R=10 AND R=L(39) THEN LET AS=AS+" WHICH DISSOLVES OMEGAN‘’S CLOAK"SLET Y=¥+20 
2090RE TURN 
Z2100IF RODS1 OR F(29) OTHEN LET FS=WS+C$+" HERE"sLET X=X+1 
2U10LET X=X-1:LET R=FNR(S):605UB2770 :PRINT"SWIMMING IN THE POISONOUS WATERS" 
2120LET J=O:LET BS=""sLET F$="YOU SURFACE":PRINT"YOUR STRENGTH = "sINT(Y) 
2130FOR I=! TO R 
21401F ¥<tS THEN PRINT"YOQU ARE VERY WEAK" 
COZLSOPRINT"WHICH WAY": INPUT X$sLET X$=LEFTS(X$,1):LET BS=BS+X$sNEXT | 
Z160FOR [=1T0 R 
COZL70LET Y=FNS(Z)-S: IF MID$(BS,1,1)="N" THEN LET J=J+! 
ZUBONEXT I: TF R/2>0 AND Y>1 THEN GOTO 2110 
21901F ¥<2 THEN LET F$="YOU GOT LOST AND DROWNED" 
2200LET R=30+FNR (3) :RETURN 
22101F F(36)>-1 THEN RETURN 
2220605UB2770 :PRINT"YOU CAN RUN TO SHELTER IN:":PRINT"1) GRANDPA‘S SHACK" 
AA 22350PRINT"2) CAVE OF SNELM":PRINT"3) LOG CABIN":PRINT*CHOOSE FROM 1-3": INPUT A$ 
CZ2401F ASP"O"AND ASC"4"THEN LET R=ASC(MIDS("A) >" VAL(AS) .1))-21:LET F(22)=-R 
Z250PRINT"YQU RUN BLINDLY THROUGH THE STORM":LET F$="YOU REACH SHELTER" : 
2260G05UB2760: RETURN 
22701F BS="3075075"0R BS="3371071"THEN LET FS="HOW WILL YOU DO THAT" 
AA22901F BS="3371071" AND A=28 THEN LET F(3)=O:LET F$="SHE NODS SLOWLY":LET X=X+5 
2290RETURN 
ZS00LET FS="EXAMINE THE BOOK FOR CLUES" 
CO2SLOIF LEFT$(B$,3)="400"THEN LET FS=L$ 
2S 20RETURN 
ZSS01F BS="40041" THEN LET F(4)=-1:LET F$="FILLED" 
2340RE TURN 
ZSUOLET FS=X$:1F X$=H$ AND R=47 AND F(Q)=OTHEN LET F(44)=1:LET F=J$ 
ZS601F X$COP$ OR ROL (42) OR L(3)<81 OR L(L2)<¢81 THEN RETURN 
Z370LET FS="HE EATS THE FLOWERS- AND CHANGES":LET F(42)=1:LET F(43)=0:RETURN 
25801F F(4) +L (4)<>-1 THEN LET F$="YOU DON’T HAVE "+X$:RETURN 
AA2Z2390G0SUB2770 s:PRINT"YOU TASTE A DROP AND..":GOSUB2740:LET F$="#0UCH!":LET Y=¥-4:LET X=X-7 


Note there is 
a space here. 


2400G0SUB2770:FOR I=1 TO ABS(F(34))+3 
2410LET L=L-1:IF ¥<100 OR -R=F(22) THEN LET Y=Y+! 
2420PRINT"TIME PASSES”: GOSUB2740 
2430NEXT I 
24401F L100 OR F(36)<1 THEN LET X=X+2:LET F(36)=1 
2450IF A=37 OR A=36 THEN LET FS="0K" 
24G0RETURN 
24701F R=L(25) THEN LET F$="THE BOATMAN WAVES BACK" 
CO2480IF LEFT$(B$,3)="700"THEN LET F(7)=1sLET FS=NSSLET X=X+8 
2490RETURN 
O2500LET F$="A-DUB-DUB"s IF LEFT$(B$,4)¢}"2815" THEN RETURN 
25101F F(Q)=1 THEN LET F(Q)=0:LET FS=K$:RETURN 
25201F L(5)=0 THEN LET F(B)=0:GOSUBIOB0:LET FS="THE STONE UTTERS "+H$ 
2530RETURN 
2540G0SUB2770 :PRINT" INFO - ITENS CARRIED": GOSUB2780 
@ Z550PRINT G$sTAB(O)s" FOOD="sFsTAB(23)s"DRINK="sGsPRINT G$s:LET F$="0K" 
2560FOR I=1 TO C4 
2570READ Y$:IF L(I)=0 THEN PRINT Y$ Take another rest 
25Q0NEXT I 
2590PRINTGSs : GOSUB2730s RETURN 
2600LET C$="LOAD":IF A=41 THEN LET C$="SAVE" 
26L0PRINT"PREPARE TO ":C$:G0SUB2730 
OOM 26201F A=40 THEN OPEN 1,1,0,"ISDATA" 
WO@M246301F A=41 THEN OPEN 1,1,1,"ISDATA" 
AA 26401F A=4L THEN LET F(SO)=R:LET F(49)=V:LET F(4B)=X:LET F(47)=F:LET F(46)=G:LET F(45)=L 
O2650FOR I=1 TO W 
MOV@M26601F A=40 THEN INPUT#I,L (1): INPUT#! ,F (I) 
OOM 26701F A=41 THEN PRINT#L,L(I) sPRINTHL F(T) 
CO24B0NEXT I 
MOSM2590CLOSE | 
AA27001F A=40 THEN LET R=F(50)sLET Y=F(49)sLET X=F(48)sLET F=F(47)sLET G=F(44):LET L=F (45) 
2710LET FS="0K" RETURN 
2720LET F(W)=-1:LET F$="YOU RELINQUISH YOUR QUEST.":LET L=t:RETURN 
2730INPUT"PRESS RETURN": A$:RETURN 
2740G0SUB2770 
2750G0SUB720: GOSUB2740:RETURN 
J@MAA 2760FOR D=t TO 2000:NEXT D:RETURN 
@AA 77 70CLS: RETURN 
@MAA 278 0RESTORE LR+810 
2790RETURN 
2ROOLET AS="*#THE WORLD LIVES WITH NEW HOPE! ":G0SUB2750 
2B10LET FS="YOUR QUEST IS OVER": RETURN 
2820PRINT"INITIALISING" 
J@MAA 2830LET LR=2840:LET 2=39:LET Z=INT(Z#.8) 
2840LET V=42:LET W=Si:LET C4=43 
OO2850DIM 1${7) 
O2B460DIM L(52) ,F (52) 
2870DATA"4THE FURTHEST DEPTHS OF THE FOREST1001" 
28Q0DATA"4THE DEPTHS OF THE MUTANT FOREST1000" 
2890DATA"7A PATH OUT OF THE OVERGROWN DEPTHS1000" 
2900DATA"GA CARNIVOROUS TREELOGO" 
2910DATA"4A CORRAL BENEATH THE CRIMSON CANYONI110" 
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You can stop part 
way through and 
save what you 
have typed so far 
on to cassette. 


Don’t forget to 
load what you 
have already 

typed, though, 
before you carry 
on to the next bit. 
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2920DATA*7THE TOP OF A STEEP CLIFFI0L1" 
29SODATA"ATHE MARSH FACTORY1001° 

2940DATA"4THE SLUDGE FERMENTATION VATSII10" 
2950DATA"7THE UPPERMOST BATTLEMENTS1001" 
2960DATA"4QMEGAN'S SANCTUMI 110° 
2970DATA"4SNELM'S LAIROOO1" 

2980DATA"2A DARK CAVEQO00" 

2990DATA"IBROKEN BRANCHESO100" 

SOOODATA"IA THICKET OF BITING BUSHESOOOO" 
SOLODATA"IA HUGE GLASSY STONEL110" 
SO20DATA"7THE EDGE OF CRIMSON CANYONOO1 1° 
SOSODATA"4THE CLONE FACTORYO101" 

SO4S0DATA"4A CORRIDOR OF CLONE STORAGE CASKS1100" 
SQSODATA"7EDGE OF THE WELLOOOO" 

SOSODATA"4THE ROOM OF SECRET VISTONS1110° 
SO70DATA"4SNELM'S INNER CHAMBERO111° 
SOBODATA*3THE SOUTHERN EDGE OF THE FORESTOL01" 
SO9ODATA"7A LEAFY PATHI000" 

SLOODATA"3A FORK IN THE PATHO100" 

SLLODATA"7AN APPARENTLY UNCLIMBABLE ROCKY PATHI100" 
SIZODATA"7A LEDGE ATOP THE CRIMSON CANYONO010" 
SISODATA"4SA TALL ENTRANCE CHAMBER1101" 
SI40DATA"4A LOW PASSAGE WITH ARMS REACHING FROM THE WALLS1010' 
SLSODATA"7THE APPROACH TO THE WELL OF DESPAIROOOL" 
SIGODATA"4A DIM CORRIDOR DEEP IN THE CASTLE1010" 
SI7ODATA"4THE STAGNANT WATERS OF THE CRAWLING CREEK1001" 
SIBODATA"4A SHALLOW POOL OFF THE CREEK1100" 

SI9ODATA'7A LOG PIER, JUTTING QUT OVER THE CREEKOOO0" 
S200DATA"4A STRETCH OF FEATURELESS DUNES1100" 

S210DATA"LA GROUP OF TALL TREES1010" 

S220DATA"7A NARROW LEDGE AT THE SUMMIT OF THE CANYONGOL1" 
S250DATA"2A MONSTEROUS PORTAL IN THE CASTLE WALLOO!1" 
S240DATAS4A CHAMBER INCHES DEEP WITH DUSTOOOL” 
S250DATA"4HEREL 111° 

S260DATA*2A CARVED ARCHWAYOOL0" 

S270DATA"4A SMALL HUT IN THE LOG SETTLEMENTOIL11° 
S2B0DATA*IA HUGE SPLIT-LOG TABLE1001° 

S290DATA*4THE PORCH OF THE LOGMEN'S CABINOL10" 
SSOQODATA"4GRANDPA'S SHACKI101" 

SSLODATA"3A CLEARING IN THE TREES BY A RICKETY SHACKO010" 
SS20DATA"4THE NEST OF A HUGE DACTYLO111" 

SSSODATA"6THE CASTLE OF DARK SECRETS BY TWO HUBE STONESOO11" 
SS4QDATA"4A ROOM LITTERED WITH BONESO111" 

SSSODATA"4THE CELL OF WHISPERED SECRETSO111° 
SSOODATA"4THE LIBRARY OF WRITTEN SECRETSO111° 

SS7ODATA"4A REFUSE STREWN STOREROOM1111° 

SSBODATA"4THE LOGMEN'S HALLO000" 

SS90DATA"SA LOG BUILDING1000" 

S4QODATA"7A RUTTED HILLSIDE1100" 

S410DATA"7A WINDSWEPT PLAIN AMONGST STONE MEGALITHEO100" 
S420DATA'7THE STEPS OF AN ANCIENT PYRAMIDIO10* 
S430DATA"7THE ISLAND OF SECRETSO111" 


Make sure you 
have four 
numbers at the 
end of each of 
these lines. 


S440DATA*IA BROKEN MARBLE COLUMNi001 “ 
S4HS0DATA"7AN EXPANSE OF CRACKED, BAKED EARTHI100" 
S4G0DATA'4A DESERTED ADOBE HUT1010" 

S470DATA"4A LIVID GROWTH OF NAD ORCHIDS1011° 

S4Q0DATA'4A CORNER STREWN WITH BROKEN CHAIRSO{11° 
S490DATA"7THE BRIDGE NEAR TO A LOG SETTLEMENTOOI1" 
SSOODATA*IA CRUMBLING MASS OF PETRIFIED TREESIO1{1" 
SOLODATA*STHE EDGE OF THE PYRAMIDi101" 

SSZ0DATA°7THE ROOF OF THE ANCIENT PYRAMIDO100" 
SOSODATA"3AN IMPASSABLE SPLIT IN THE PYRAMID!110" 
SO40DATA"7A BARREN BLASTED WASTELANDOOO!° 

SSSODATA"4AN EXPANSE OF BLEAK, BURNT LANDI100" 
SSSODATA"SA DELAPIDATED ADOBE HUTO110° 

SS70DATA"4THE HEART OF THE LILIESO101" 

SSBODATA’4THE MIDST QF THE LILIES1106" 

SO9ODATA"SA RIVER'S EDGE BY A LOG BRIDGEO100" 

SH0ODATA"SA PETRIFIED VILLAGE BY A RIVER CROWDED WITH LILIESO100° 
SH10DATA"4THE REMAINS OF A VILLAGE1100" 

SO20DATA*3THE ENTRANCE TQ A PETRIFIED VILLAGE1100" 
SOSODATA"4A SWAMP MATTED WITH FIBROUS ROOTS1100" 
SO40DATA'2A VILLAGE OF HOLLOW STUMPS DEFYING THE SWAMPO100" 
S6SODATA"4A TUNNEL INTO ONE OF THE TREE STUMPS1100" 
SO60DATA"4A HOLLOW CHAMBER MANY METRES IN DIAMETERII10” 
S670DATA"A SHINY APPLE" 
SO80DATA"A FOSSILISED E66" 
SO90DATATA LILY FLOWER" 
S7OQDATA"AN EARTHENWARE JUG" 
S7LODATA"A DIRTY OLD RAG" 
S720DATA"A RAGGED PARCHMENT" 
S7SODATA"A FLICKERING TORCH" 
S74AQDATA"A GLISTENING PEBBLE” 
S7SODATA"A WOODMAN'S AXE" 
S7O0DATA"A COIL OF ROPE" 
S770DATA"A RUGGED STAFF" 
S7B0DATA"A CHIP OF MARBLE” 
S790DATA"A POLISHED COAL" 
SBOODATA"A PIECE OF FLINT" 
SBIODATA"A GEOLOGIST 'S HAMMER" 
SB20DATA"A WILD CANYON BEAST" 
SBSODATA"A GRAIN LOAF" 
SB40DATA"A JUICY MELON" 
SBSODATA’SOME BISCUITS" 
SBG0DATA'A GROWTH OF MUSHROONS" 
SB70DATA"A BOTTLE OF WATER" 
SBB0DATA"A FLAGON OF WINE® 
SBIODATA"A FLOWING SAP" 
SFOGDATA"A SPARKLING FRESHWATER SPRING" 
SULODATA* THE BOATMAN" 
S920DATA"A STRAPPED OAK CHEST" 
S9SODATA"A FRACTURE IN THE COLUMN" 
SU4ODATA*A MOUTH-LIKE OPENING" 
S9SODATA"AN OPEN TRAPDOOR" 


Only one more 
page to go! 
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S94ODATA"A PARCHED, DESSICATED VILLAGER” 
S97ODATA"A STILL OF BUBBLING GREEN LIQUOR" 
3980DATA"A TOUGH SKINNED SWAMPMAN" 
S990DATA"THE SAGE OF THE LILIES" 
SOOODATA"WALL AFTER WALL OF EVIL BOOKS" 
S010DATA"A NUMBER OF SOFTER ROOTS" 
AO20DATA*FIERCE LIVING STORM THAT FOLLOWS YOU" 
4030DATA"MALEVOLENT WRAITHS WHO PUSH YOU TOWARD THE 4ELL" 
SO40DATA"HIS DREADED CLOAK OF ENTROPY" 
SO50DATA"OMEGAN THE EVIL ONE" 
AOQODATA"AN IMMENSE SNAKE WOUND AROUND THE HUT" 
4070DATA"A GROUP OF AGGRESSIVE LOGHEN" 
4080DATA"THE ANCIENT SCAVENGER", “MEDIAN® 
4090G0SUB2780 

Pp AIOODATA"BY" "FACING", "AT","IN", "OUTSIDE", “BENEATH® , "ON" 

@MAA SI LORESTORE LR+1230 

7p A120FOR I=t TO 7sREAD [$(1)sNEXT 1 
AIZOLET R=23:LET B=Q:LET L=1000:LET E=0 
4140LET CL=14:LET C2=21:LET C3=24:LET F=2:LET 6=2 
S150LET F=2:LET G=2 
4160LET Y=100:LET X=35 

A@ALTOLET HS="MNGILSs /U*kZpcLZLJ\SLIm-ALZ/Sk IngRn73#eMJFF ! 

HIBOLET Q$="901011910011091090009010001 1 1000000100009010000000000" 
OMAASIIOLET G$="---------------------------------------- ! 

A200LET F$="LET YOUR BUEST BEGIN" 

4210LE K$="REFLECIIUNS STIR WIIHIN" 

4220LET L$="REMEMBER ALADDIN IT WORKED FOR HIM" 

4230LET N$="DECIDE TO HAVE A LITTLE FUN AND " 

KOAGLET NS="THE TORCH BRIGHTENS? 

4250LET US="YOU ANGER THE BIRD" 

4260LET WS="YOU CAN'T " 

4270LET P$="REMEMBER OLD TIMES” 

42Q0LET R$=" WHICH FLIES YOU TO A REMOTE PLACE" 

4290LET S$="FALLING UNDER THE SPELL OF THE BOATMAN ° 

AZLOLET T$="AND ARE TAKEN TO THE ISLAND OF SECRETS" 

4320LET J$="THE STONES ARE FIXED" 

4330LET O$="WHICH TAKES ONEGAN IN ITS CLAWS AND FLIE3 AWAY" 

AA 4340LET V$="N27S77E72W?7G02GETTAKGI VDROLEAEATDRIRIDOPEPICCHOCHI TAPBREF IGSTRATT"_ 
A350LET V$=V$+"HITKILSWISHEHELSCRCATRUBPOLREAEXAFILSAYWAIRESWAVINFXLOXSAQUI” 
4360LET 1$="APPEGGFLOJUGRAGPARTORPEBAXEROPSTACHICOAFL IHANCANLOAMELBISNUS" 
AS7OLET 1$=Z$+"BOTWINSAPWATBOACHECOLSTOTRAVILL IOSWASAGBOOROOASAWRACL OOMESNA " 
43B0LET 7$=1$+"LOGSCAMEDNORSOUEASWESUP?DOWIN?OUT?72" 

A390FOR I=1 TO w+ 
CO 4400LET L(L)=ASC(MIDS(H#, 1,1) )-32:LET F(1)=ASC (MIDS (0S, 1,1))-48 


AGLONEXT 1 
4420LET H$="STONY WORDS" Peg 
COMASZODEF FNR(Z)=INT(RND(1) #2) +1 


C@MAA 4440DEF FNPIZ)=POS 
4450DEF FNS (2) =¥-(E/C44, 1) 
OA LORETURN 
OemsA 


These lines are in 
code. Take special 
care with them. 
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Conversion lines 


Commodore 6464 A 


Leave out the LETS in lines 440, 500 
9760, 790, 1080, 1110, 1430, 1440, 1579, 
1380, 1780, 2080, 2280, 2390, 2640, 
2700, 4340 


Leave out the spaces (except where 
marked in quotes in the text) in lines 
440, 960, 1110, 1440, 2230, 2390 


eg. 14401FB$="2413075"ANDN=30ANDG>1THENF (11)=0:F$="HE OFFERS HIS STAFF":G=6-1 


In line 4170, use SHIFT and the letter 
to get lower case letters. 


Replace \ with pound sign. 
330 GOSUB 4500 
650 RESTORE 
660 FOR I=1 TO DsREAD AS:NEXT | 
670 Leave out this line 
1480 IF B$="40" AND F(4)<0 AND N=32 THEN LET F(N)=1:LET L(0)=8! 
2760 FOR D=l TO 900:NEXT D: RETURN 
2770 PRINT CHR$(147) sRETURN 
2780 RESTORE:FOR I=1 TO 80:READ TPS:NEXT 1 
2830 LET 2=3! 
4410 FOR I=1 TO 43:READ TPS:NEXT I 
BVIO LET G§=" sseessaress ese seeeessereesircsnsiseee=> : 
4405 IF L(f)>i27 THEN LET L(T)=L(1)-96 
4440 DEF FNP (Z)=P05(0) 
4500 BS=STR$(O) +STRS(L(O)) +STRS(F (0) ) +STRE(R) 
A310 BS=STRE(VAL (BS) ) s BS=RIGHTS (BS LEN (BS) -1) 
4320 RETURN 
Vic 204 
Use C64 conversion lines plus the lines listed below. 


50 PRINT 8$;TAB(0) "STRENGTH = "sINT(Y):PRINT “WISDOM = ";X:PRINT G$ 
1400 PRINT "GIVE THE "3X$;" TO WHOM": INPUT X$ 

2830 LET =14 

4190 LET G§="---------------------- 


PRC and Electrons 


26201F A=40 THEN FL=OPENIN “ISDATA" 

26301F A=41 THEN FL=QPENQUT "ISDATA® 
26601F A=40 THEN INPUT#FL,L(1).F (1) 

26701F A=41 THEN PRINT#FL,L(1).F (1) 

ZO90CLOSERFL 


29 


30 


Spectrum (50 PRINT G$;TAB(O);"STRENGTH = "SINT(Y);TAB(18); "WISDOM = ";XsPRINT G$ 
Jo LET LI=VAL(A$(1)) 
60 PRINT "YOU ARE "sI$(LI)( TO H(LI))3" "3:GOSUB 720:LET N=0 
160 INPUT ES:PRINT " "SES 
180 FOR I=1 10 LI-! 
190 IF E$(I)="_" AND C$="" THEN LET CS=E$(T0 [-1) 
200 IF E$(I+1)<>" “ AND C$>"" THEN LET X$=ES(I+i TO }:LET I=LI-l 
250 IF C$( TO 3)=V$(3e(I-1)+1 TO 3#(1-1)+3) THEN LET A=I 
340 GOSUB GA) 
980 STOP 
390-630 Leave out these lines 
690 LET DS=AS(LEN(A$)-3 TO ):LET AS=A$(TO LEN(A$)-4) 
690 IF R=39 THEN LET RD=FNR(S):LET D$="LO1110100"(RD TO RD+3) 
720 FOR I=2 TO LEN(A$):LET ES=A$(1) 
730 PRINT E$s:IF E$="" AND PEEK(23688)<2Z THEN PRINT 
780 IF X$( TO Sb=Z$(3a(I-1)+1 TO 3#(1-1)+3) THEN LET d=! 
955 IF D=5 THEN GOTO 976 
960 IF D>0 THEN IF D$(D)="0" THEN LET R=R#VAL("-104+19+01-01"(D#3-2 TO D#3)):LET C= 
1450 LET BS=B${ TO 3):LET F$="1T 1S REFUSED" 
1490 IF B${ TO 2)="80" AND N=43 THEN LET L(0)=81:G0SU3 1540 
1710 IF B$¢ TO 4)="1600" THEN LET F(Q)=-L:LET F$="IT ALLOWS YOU TO RIDE" 
1790 IF B$( TO 4)="1100" AND R=10 THEN GOSUB 1980 
1880 IF BS( TO 4)="1400" AND R=L(39) THEN GOSUB 1980 
1980 GOSUB 2770:GOSUB 2010#( (0-10)=1) +20460*( (0-10) 71) 
2150 PRINT “WHICH WAY “ssINPUT XS:PRINT X$:LET XS=X$(1)sLET BS=BS+X$:NEXT I 
2170 LET Y=FNS(Z)-3:1F B$(1)="N" THEN LET J=J+t 
2240 IF A$>"0" AND A$<"4" THEN LET R=CODE("A >"(VAL(A$)))-21:LET F(22)=-R 
2310 IF B$( TO 3)="600" THEN LET FS=L$ 
2480 IF B$( TO 3)="700" THEN LET F(7)=1:LET FS=NS:LET X=X+8 
2500 LET F$="A-DUB-DUB"S IF B${ TO 4)<>"2815" THEN RETURN 
2620 REM 
2630 REM 
2650 REM 
2660 IF A=40 THEN LOAD "“ISDATA” DATA L():LOAD “ISDATA" DATA F() 
2670 IF A=41 THEN SAVE "ISDATA" DATA L():SAVE “ISDATA” DATA F() 
2680 REM 
2690 REM 
2760 FOR D=1 TO 70:NEXT DsRETURN 
2830 LET LR=2860:LET Z=8 
2850 DIM 1$(7,7) 
2860 DIM L(52):DIM F(52):DIM H(7)sDIMN 6(43) 
A105 DATA 2,6,2,2,7,7,2 
4125 FOR I=1 TO 7:READ H(I)sNEXT 1 
4190 LET G$="-------- nnn nnn nnn nnn nnn === : 
4400 LET L(I)=CODE(H$(T))-32:LET F(1)=CODE (Q$(1))-48 
4430 DEF FNR(Z)=INT(RND#Z +1) 
4440 FOR I=1 TO 43:READ G(I):NEXT I 
4470 DATA 810,810,810,816,810, 1080, 1080, 1390, 1530 
4480 DATA 1540, 1630,1670,1710,1730,1080,1760,1760, 1740, 1760 
4490 DATA 1820,1920,1820,1820,1910,2100,2210,2270, 2270, 1080 
4500 DATA 2500, 2500,2300, 2500, 2330, 2350, 2400, 2400, 2470, 2540 
4510 DATA 2600, 2600,2720,646 


TRS 80 @ 


Line 4170 - use SHIFT / 0 to get reverse letters and use these instead of lower case. 


To get \ use SHIFT / CLEAR 
J CLEAR 1000 
30 PRINT G$sTAB(O)s"STRENGTH = "SINT(Y)sTAB(18)s "WISDOM = "sXsPRINT G$ 

330 GOSUB 4500 

650 RESTORE 

660 FOR I=1 TO D:READ AS:NEXT J 

670 Leave out this line 

1480 IF B$="40" AND F(4)<0 AND N=32 THEN LET F(N)=1:LET L(0)=81 
2620 IF A=40 THEN OPEN "I", #-1,"ISDATA" 
2630 IF A=41 THEN OPEN "O",#-1,"ISDATA" 
2660 IF A=40 THEN INPUT#-1,L(1) F(T) 
2670 IF A=41 THEN PRINT#-1,L(1) F(T) 
2690 CLOSE#-1 
2760 FOR D=1 TO 900:NEXT DsRETURN 
2780 RESTORE: FOR I=! TO 80:READ TP$:NEXT 1 
2830 LET 2=24 
4410 FOR I=1 TO 43:READ TPS$:NEXT I 
4190 LET G$="-------------------------------- . 
4430 DEF FNR(Z)=INT(RND(O) #2+1) 
4440 DEF FNP(Z)=P0S(0) 
4300 LET BS=STR$(0) +STRF(L (0) ) +STRE(F (0) ) +STRE(R) 
A310 LET BS=STRS(VAL(B$)) LET BS=RIGHT$(B$,LEN(B$)-1) 
4520 RETURN 


Apple e 


40) GOSUB 450:GOSUB 2770:PRINT "ISLAND OF SECRETS":PRINT "TIME REMAINING: “sL 
JO PRINT GS;TAB(1); "STRENGTH = “sINT(Y)sTAB(23): "WISDOM = “sX:PRINT 6$ 

650 RESTORE 

660 FOR T=! TO DsREAD AS:NEXT I 

670 Leave out this line 

2900 PRINT G$;TAB(1);"FOOD="sF: TAB(23):"DRINK="sG:PRINT G$s:LET FS="0K" 
2620 IF A=40 THEN PRINT FL$; "OPEN ISDATA”:PRINT FL$; "READ ISDATA" 

2630 IF A=41 THEN PRINT FL$;"OPEN ISDATA":PRINT FL$;"WRITE ISDATA" 

2660 IF A=40 THEN INPUT L¢I): INPUT F(T) 

2670 IF A=41 THEN PRINT L(L):PRINT F(T) 

2690 PRINT FL$: "CLOSE ISDATA® 
2760 FOR D=1 TO 900:NEXT D:RETURN 

2770 HOME: RETURN 

2780 RESTORE: FOR I=1 TO 80:READ TPS:NEXT I 

2830 LET Z=31 

4110 FOR I=1 TO 43:READ TPS$:NEXT I 

4170 Leave out this line 
4400 READ L(T):LET F(I)=ASC(MID$(Q$,1,1))-48 
4440 DEF FNP(Z)=P0S(0) 
4455 FLE=CHR$ (4) 

»J8,80,67,44,5,44,42,60,21,44,42,77 

77,23,19,10,10,45,42,38,38,0,0 
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Clues 


Don’t look at this page unless you are 
really stuck. It contains clues to some of 
the puzzles in Island of Secrets. If you are 
still completely stuck after studying these 
carefully, write to the address below, 
enclosing a stamped addressed envelope, 
and you will be sent some further clues. 
Mark your envelope ISLAND OF 
SECRETS. 

If the program does not work or you get 
error messages, check each line very 
carefully for mistakes, using the checklist 
on debugging on page 19. If you still have 
problems, send a copy on cassette to the 
address below stating what computer you 
are using and what the problem is. Mark 
the envelope ISLAND OF SECRETS and 
enclose stamps for return postage. 


Here is a list of words the computer 
understands. 


TAA AVAAI WOH AVID Od AMAT TAD 
4IHD IOHD ADIT WsdO ACIA AVIA 
MOATTA AAIATe?e THOM AAAHG GAT 
GJ4H HATISHe MIWe JIA TIH 

GAdH HellOd €UH HOTAD HOTAHO2 
AVAW Tedd TIAW YAe JIA AVIMAXA 
SUL CHAWOHA 004d AIIIA TIUO OAV 
41J@8#&#49d HOHOT TAAMHOHAAY DAH 
TUIIA IAOO AAATe AION AXA 

JAOJI TeCAZENOYWAD HAMMAH 
2MOOHHCUM eTIUOeld§ MOJAM 
T2dH)D TAOd GAe AVIW HATAW 
HOOAYAHT ANOTe WAMU IOO 

dVAe VAMYIMAWe HOUOII AAVALIIV 
AMAOIO CHTIAHW 2TOOH 2NOOd 
UAMOVOI ANAVIe WMADAMO 

HTUOe HTHOM WAIGAM HADWAVAV2 
TUO VIMWOd dU TedW TeAd 
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'gulo 6 9d teumi tI .4i b691 of 
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Dactyl’s nest 
.2U01192 916 UOY 1614 too1q ebg9n Iyio6d 
Jjerit spsiliv boitittsq ot ti2iV 


The ‘“‘unclimbable’’ path 
ti eqsd194 .s19¢d qu dmilo ns9 tesod sAT 
o1 pnidismoe boon Iliw voY .voy 94st Iliw 
puyol ditiw ti dois9 


The logmen’s settlement 
96st Iliw volt oy dots. nompol ort tl 
Hosd mot top n69 VOY .voy mort epnids 
.sldst pol tilge sdi no Aoot .dpuodt 


The lilies 

oft 1uods pnidismoe ob bluos voy eqsd194 

-yromom sved etswolt sAT .doti e‘9p62 
169 vOV ti 9mo2 9ABt O2 e19WOg PNitoles1 


Omegan’s sanctum 
qlod ysm 41 .100f st ts Aool boop 6 sA6T 
9veq of boon voY .ob of i6dw wo A10w oY 
9d of 19woq to 2in9jdo svit Ils bavot 
luteesooue 


The Scavenger 
ng9wisd noitosnnos seold yiev 6 e‘919dT 
pnitd of vit bluos voY .nsibosM bas mid 
bns epnidt owt mid svid .viomoem 2id A56d 
.0of pnidiomoe yee 


The Speaking Stone 
ti pniyy qo .s19d Iutseu 9d Iliw ps1 A 
omit te1it ensqqsd doum pnidion 


Marble column 
6 gidD .wiomom e‘nsibsM poj tdpim 2idT 
.992 bns fo tid 


The Pyramid 
o19d qu inilt to s999iq 6 e 919d T 


The blue wood stumps 
5 boon II‘uoy iud .s19d pnidigmoe 2‘919dT 
ji isp of nsmaqmsBwe ot 101 Hip 


The name Usborne and the device * 

are trade marks of Usborne Publishing Ltd 

All rights reserved. No part of this publication 
may be reproduced, stored in a retrieval system 
or transmitted in any form or by any means, 
electronic, mechanical, photocopying, 
recording or otherwise, without the prior 
knowledge of the publisher. 


The first two books in this series mark the beginning of a completely 
new kind of adventure game. They each contain an exciting adventure 
program for you to type into your computer. As you play the game on 
the computer, the imaginary world of the game is vividly recreated in 
colourful pictures in the book and you can find clues hidden in the 
pictures to help you. 

An adventure game takes you into a different world where you have to 
pit your wits against magical forces, evil creatures and powerful 
tyrants. The books give thorough instructions on how to play and hints 
on what to do if you get stuck. 

The programs are written in a standard BASIC and there are 
conversions listed to make them suitable for the Commodore 64, 
expanded VIC 20, TRS-80 Colour Computer (32K), Apple II, 

BBC (32K), Electron and 48K Spectrum. 


ISBN 086020 823 0 
ISBN 0-86020-423-0 
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